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ABSTRACT 
REZA NOVA CAHYAR 2015, THE MAKING OF3D EDUCATIONAL 
ERADICATE CORRUPTOR GAMEUSING UNITY 3D. Diploma III 
Informatics Engineering, Mathematics and Natural Sciences Faculty, Sebelas 
Maret University. 
Game is a universal entertainment. All ages, from kids to adults, like to 
play game for amusement, or mere relieving stress. Along with the era 
development, now game not only provides amusement function. Many games 
begin to insert educational values so not only entertaining, but the game will also 
educating the users. The movement of eradicating corruptors is likely an effort to 
againts corruption by the goverment that has been widespread through nation. 
Educational game of eradicating corruptor titled “The KPK Defense” is aimed to 
be media education and persuasion for society to fight againts corruption crime. 
The making of this educational eradicate curruptor game “The KPK 
Defense” was through 3 main steps, (1) Pre-Production, including the making of 
game design document and art production plan, (2) Production, including project 
plan, development scheduleandtechnical design document, (3) Post 
Productionincludingongoing evaluation, alphaandbeta testing. This game was 
built using UNITY 3D game engine, C# programming language, and supported by 
software design such as Adobe Photoshop and CorelDraw. 
The result of this study is 3 dimentional-based game, both in desktop and 
mobile version. The android version for “The KPK Defense” game can be free 
downloadedfrom Google Play Store. 
 
Keywords : Corruption, KPK, Educational, Play Store, The KPK Defense, 
Unity 3D. 
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ABSTRAK 
REZA NOVA CAHYAR 2015, PEMBUATAN GAME EDUKASI 
PEMBERANTASAN KORUPTOR BERBASIS 3D MENGGUNAKAN 
UNITY 3D. Program Diploma III Teknik Informatika, Fakultas Matematika dan 
Ilmu Pengetahuan Alam, Universitas Sebelas Maret. 
Game merupakan media hiburan yang bersifat universal. Semua kalangan, 
mulai dari anak- anak hingga orang dewasa, suka bermain game hanya untuk 
hiburan dan menghilangkan kejenuhan semata. Namun, seiring berkembangnya 
jaman game tidak hanya menyajikan hiburan semata. Banyak game yang sudah 
mulai menyisipkan nilai edukasi sehingga game tersebut tidak hanya menghibur 
akan tetapi juga mengedukasi para pemainnya. Gerakan pemberantasan korupsi 
merupakan upaya melawan aksi para koruptor yang dilakukan pemerintah yang 
saat ini sedang marak terjadi. Game edukasi pemberantasan koruptor dengan judul 
game “The KPK Defense” ini memiliki tujuan sebagai media edukasi dan ajakan 
bagi masyarakat dalam memerangi kejahatan korupsi. 
Proses pembuatan game edukasi pemberantasan koruptor “The KPK 
Defense” ini menggunakan 3 tahapan penting, yaitu (1) Pre – Production yang 
meliputi pembuatan game design documentdan art production plan, (2) 
Production yang meliputi project plan, development schedule dan technical 
design document, (3) Post Production yang meliputi ongoing evaluation, alpha 
dan beta testing. Pembuatan game ini menggunakan game engine Unity 3D 
dengan bahasa pemograman C# serta didukung software desain seperti Adobe 
Photoshop dan CorelDraw. 
Penelitian ini menghasilkan game berbasis 3 dimensi dalam tampilan 
desktop dan mobile. Versi mobileAndroid dari Game“The KPK Defense” dapat 
diunduh secara gratis di Google PlayStore. 
 
Kata Kunci : Korupsi, KPK, Edukasi, Play Store, The KPK Defense, Unity3D. 
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HALAMAN MOTTO 
 
“Happiness is when what you think, what you say, and what you do are in 
harmony.” – Mahatma Gandhi 
 
“You have to learn the rules of the game. And then you have to play better than 
anyone else.” – Albert Einstein 
 
“I am a beacon of knowledge blazing out across a black sea of ignorance.” 
- Invoker, the Arsenal Magus 
 
“Failure is just another kind of success. The wrong kind.” 
- Razzil Darkbrew, the Alchemist 
 
“One way to forget about pain is to do something you will be in, completely. So, 
computer games.” – Danil “Dendi” Ishutin 
 
“We’re not just playing because we’re addicted.There’s a goal, a motive, that we 
can reach out and grab if we’re good enough” – Tammy Tang 
 
“The game of life is a lot like football. You have to tackle your problems, block 
your fears, and score your points when you get the opportunity” – Lewis Grizzard 
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